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Abstract

This research aimed to study the influence of gamification on online purchase intention
among 400 Generation Z consumers, with hedonic and utilitarian values as mediator variables.
The research methodology was quantitative, collecting data through online questionnaires
and analyzing using descriptive statistics and regression analysis. The results showed that
gamification positively affected hedonic and utilitarian values, and both variables positively
and significantly affected purchase intention. The analysis of direct and indirect effects from
testing the influence of the mediator variable found that gsamification had a positive influence
on purchase intention, with utilitarian value as the sole mediator variable. This research will
be greatly beneficial in applying gamification in marketing to consumers across various

industries, especially in the e-commerce industry.

Keywords: Gamification, Hedonic value, Utilitarian value, Purchase intention, e-commerce platforms
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U3unmesmslanuifiadunadiunsnans duiilesannussansnmmsuanuaznisiaumeluladi
Wadisuinduses 9 vildgnataiunsaldaulayniat dewmall JeinliuTeneng q desdum
Wnl 9 lumsuFunagnsmamssaiaiiefganuaulasudrasion1sildiusiuvegnal lngusun
nareuein1slinuiiaduiieatiuayuianssun1anN15naIne1g 9 (Meloni & Gruener, 2012)
uana1n1 Insley and Nunan (2014) laaufiun1sdnen denrsdrnudiiagululaiuirudmsu
wo-ueduiesulall nunisdnnuliiiadudiuieides Tdwmdgliszaunsangusiaalasy
nnstusnsidunuinelaunndeau

a aa A ¥ o o Y ¢ .
wuIRnLazNgungItasiun1sTuFUselevu (Perceived Usefulness)
n1ssuivstlesiiudunddasairmanuazidudiunivenisimuinuuiiasing v

nsgausumalulad (TAM) (Alrafi, 2007) @4 Davis (1989) lotlenunissuiuselewiliin “Aon1siue
azyARaLTaINsTUUNTAURNIZIEIRsteiuUseans M nlunsiaulafgwy” Inglunuide
MAgItesves ¥dnd wuay wazsiing dansnasni (2562) lavinsnwinudiiaduunly
lunsseuslugusuveaulal (E-Learning) waglavaasuinnuiiliaty dinason1ssuiuseloyy
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(Cochran, 1977) a4 lumsinsest Tnefmunseruaudetuiiesas 95 fensiivLuvdouny
91uau 400 aw tagldnsquiiegrauuulionduaiiuuiazdu (Non-Probability Sampling) siens
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Unddl, 2554) Jadeaunissuianudteldau 5 7o (slgven wazame, 2565; 8, 2564; Undd,
2554) Uadeanunssuiensnaniedenu 5 Yo (Wilad, 2565; Nordhoff et al., 2020) Uadeaunssus
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AwsmALRAEYNAY

Auus SD.  sziuANAALAY
AunssuinniUsele (Perceived Usefulness) 4.086  0.661  Lumeun
Aumssuianuitglunisldau (Perceived Ease Of Use) 4283 0508  \iusheandign
AUNSTUIBVENANeTIAL (Perceived Social Influence) 4.032 0734 usen
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AuAnANTIesIaUsElevd (Utilitarian Value) 4103 0622  LAufmeun
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fravun ynvinsularumaneeseasduiusfensTeudiisufutsendul syavdanduiug
Tngldnguives Best John (1977) aznuinfidrduuszansanduiiusiduiusiuoglutisszning
0.482-0.797 vaneaud fuusyniiirndulsyansfianudiiusiulussduliosieseduunans
Fsanusnhluiinsesinisiadevauiguldluddudely

A1399 3 HANITIATIENNTONNBERENEVRsENLAFIUT 1 Yadenisinunudnduniidaning

FOANAINNIAINIAN
fiauys B B Std. Error t-value p-value
ATl (Constant) 0.293 0.146 2.005 0.046
WNUAALATY (Gamification) 0.920 0.797 0.035 26.289 0.000

*JlydAyn19anan 0.05

Durbin-Watson = 2.087, R = 0.797, R2 = 0.635, AdjR2 = 0.634, F = 691.125, p = 0.000

9NA15197 3 wandliiuiwanisieszinisanaesegnsite (Simple regression analysis)
wuiluanuAgiuil 1 1ANadA Durbin-Watson witfu 2.087 daeglutiaeszsning 1.5-2.5 mneaui
Aemnaandeuvesiadefunuiiladu uazsuguAmsemidnidudaszaniu Inedsune
wensalegifesay 63.4 fnmumnzauvestunasgaditodfynisadansediv 0.01 (F = 691.125,
p = 0.000) uardadenismunudiliady (Gamification) 18nswanisulIndenmuAINIIAIINIEN
(Hedonic Value) aéﬂaﬁﬁﬂﬁﬁmmmﬁﬁﬁizﬁu 0.05 Ineilendulseanaonnesd 0.797 B =0.797,
p-value = 0.000) ¥18AININ AuNAgILT 1 dnnseensuaunigiy asadouaunisneinsalld
fail

ANAIMNANIAN = 0.293 + 0.920 (NuLTIAtw)

I aa a U

A15199 4 HANITIATIENNNTOANDEBE1NEVBIAUNRFIUN 2 AMAIMIAINTANNTBNTNAaAI Y

q

#wilade
fauds B B Std. Error t-value p-value
AnAsii (Constant) 2.470 0.146 14.559 0.000
AauAmMInL3En (Hedonic Value) 0449  0.482 0.035 10.985 0.000

*fifudAyneada 0.05
Durbin-Watson = 1.969, R = 0.482, R2 = 0.233, AdjR2 = 0.231, F = 120.678, p = 0.000
915197 4 wandliiuiwanisieszinisanaesegnsite (Simple regression analysis)
wuiTluasngiudl 2 fAadd Durbin-Watson Wiy 1.969 Feegluriesening 15-2.5 vnearmi
AmnuaaLadourasiladeduanAnisaauidn wazaruddatedudassanty Tnsdisia
wennsalegifevar 23.1 fnmmnzasvedluinastnadidudAamaaianszdu 0.01 (F = 120.678,
p = 0.000) wazdadsamAIMIIA WA (Hedonic Value) F3nEnanisuandenudilae

(Purchase Intention) agsditudAgynisadafi 0.05 lneilardudszandanassd 0.482 (B = 0.482,
p-value = 0.000) ¥118AI1NI AUNAFIUN 2 An1seeusvaNNAgIU a1usaluaunITneInsalla

fail
AnuRalage = 2.470 + 0.449 (AAIMI9AINIEN)
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a 1

A13197 5 HANITIATILNNITAN00E1998VaENNRFIUN 3 Tadenemunuiifndulidnsnasie
ANALTIRIIAUTE Y

fiauus B B Std. Error t-value p-value
Amafl (Constant) 0.424 0.155 2.745 0.006
NUAAAYY (Gamification) 0.895 0.771 0.037 24.171 0.000

*fifudAyneatiai 0.05
Durbin-Watson = 2.170, R = 0.771, R2 = 0.595, AdjR2 = 0.594, F = 584.255, p = 0.000
NA15197 5 wandlidiuiwanisieszinisanneegnsite (Simple regression analysis)
wuiluanuAgiuil 3 fAnadd Durbin-Watson Wiy 2.170 Gaoglutiaeszsing 1.5-2.5 mneaui
Aanuaaaedeuvestlateneiunudfindy wasduanandessaselovidudaszandu oy
fi§1unanensalegfiiesas 59.5 Imnuminzanvesluinasssiidoddgynisaiafiszdv 0.01
(F = 584.255, p = 0.000) wazUadumunuiiat (Gamification) H8nEWaNIUINABAMAITIBTIA
Uselowil (Utilitarian Value) gnefiodrdaynisadnd 0.05 lnedardudszansanaosd 0.771

(B = 0.771, p-value = 0.000) MuNBAINI FuNRFIVT 3 Tn1seousuaNLfigu awnsadouaun
W NIallanall
ANANLTIRTIAUTEleYY = 0.424 + 0.895 (nULTLATL)

A1599 6 HANITIATIVINITANDEBENNIEVBIANNAFILT 4 TTenanunuAITIesTaUselovill
ansnasenunlate

fiauys B B Std. Error  t-value  p-value
?ﬂl’]m‘ﬁl (Constant) 2.183 0.161 13.540 0.000
AnABsessaUstlovy (Utilitarian Value) 0.516  0.556 0.039 13.355  0.000

*fifudRyneadian 0.05
Durbin-Watson = 1.949, R = 0.556, R2 = 0.309, AdjR2 = 0.308, F = 178.357, p = 0.000
NA15197 6 wandlidiuiwanisieszinisanneegnsite (Simple regression analysis)
wuiluanuAgiuil 4 fAnadA Durbin-Watson winfu 1.949 Gaoglutinesesing 1.5-2.5 mneaui
A mnaaLndouesdadmsiuauAnisesnuselon wazausslagaldudasyainiu lned
$runanensalogifesar 30.9 farnumunzanveslunasgreildoddynisadafiszfu 0.01
(F = 178.357, p = 0.000) wazdadesunmangsassauselovil (Utilitarian Value) fiBvgwaniauin
sanuRIlaze (Purchase Intention) athedltfodrfynieadnd 0.05 Inedaduuszansonnesd

0.556 (3 = 0.556, p-value = 0.000) Mu1BAINIT dUNRFIUT 4 TnsEensUaNLAgIY @wsaLTeU
aun1snensailacadl
AUATLITD = 2.183 + 0.516 (AmANItRTIAUTElEY)
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A13197 7 HANTITIATIZVDNTNAN D OUVRIAUUAFIUN 5 wansAUszundnsnan1a9auvadady
MeeunUaTety (X) Auanudalage (Y) iunuaImeeusan (M)

fiauwUs  Indirect  tvalue Mediation Type BoostSE PraAAuTasiud NaNAaIU
Effect of Observed Sowaz 95 ANNRAFIY
BootLLCI  BootULCI
SRRyl -0.0283 26.2893 Partial 0.0784 -0.1770 0.1303 Ujjies
LAt Mediator AuURgIY

*Muemn: AAM1IAINLEAN (Hedonic Value) Wusudsdunans

11nA15199 7 uanslifiudndefnualiigarinianinuddn (Hedonic Value) 1usuys
Funansvesmuduiugsewinedladonadunuifiedy (Gamification) fuaudslade (Purchase
Intention) nan153uAs 1z lAlAAEAsneINsainanseNuN1eSen (Indirect Effect) wu3n Lnudil
wdulvundninanisaudl 0.0283 (t-value = 26.2893) Tnamiildandrsannudesuiidosas 95
lugasveulundns (BootLLC) lUdsdrsveulunuy (BootULCH) ag5ening -0.1770 g 0.1303 Wud1
Hurnfiaseuaqu 0.000 veneawi inudfiaduliidvinasdemudilate TnsfinuAmisauidn
Dusudsiunansufudvswauisdiu (Partial Mediation)

M13799 8 HANITIATITNBNTNANIT0UVDIANURFIUN 6 Uanr1UsvauBnEnan1eenveslady
mamunuEaty (X) duanuaslage (Y) duauadessadsslovd (M)
fawmUs  Indirect tvalue Mediation Type BooStSE  @asAraadaiuiifon NaNAaIU

Effect of Observed az 95 FUNRFIY
BootLLClI  BootULCI
LU 0.1589  24.1714  Partial Mediator ~ 0.0742 0.0150 0.3032 gausu
P AULAFIY

*wugimn: AnAsessnUselond (Utilitarian Value) Wusudsdunans

91157197 8 uansliiiuindledmunlinuadessauselond (Utilitarian Value) 1usn
WUsAUNaNIUeIANduRUSsEnIedadonedunufifliady (Gamification) fuainudslade
(Purchase Intention) Han153AszAfilAlaEIEN1sHEINSaTNANSEMUNISEY (Indirect Effect) wui
wnufifadudvundninaniauani 0.1589 (tvalue = 24.1714) Tnsadildaingrsarmnudostud
Foway 95 lurravauiunans (BootLLC!) lUgaisvauwnuu (BootULC)) agsening 0.0150 4 0.3032
nuindueiildasoungu 0.000 mngaudn inudfladuiidvinaseoaudilate Tnsdiauen
Baossausslevd WWusudsiunaraundudninauisdiu (Partial Mediation)
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M131991 9 ANTNNNTNAFBUBNENAVBIMILUIAUNANVIINATUALNDRY LilallAnAIMIIANUIEN

(Hedonic Value) {ushuusaunans

Jaduna/Uadning AMAIMNIANNSEN nuiiadu AuAslade

AMAIMNIANNTEN

DE - 0.9204 -

IE - - -

TE - 0.9204 -
aunslada

DE -0.0308 0.6962 -

IE - -0.0283 -

TE -0.0308 0.6679 -

*NU1eA DE = 8nswan1ansy, IE = BnSnaniaday, TE = dnswasiy

21nA15199 9 wansliiiufanisitasgianuduiudidsanvnvosamainisauidn
(Hedonic Value) Wudndun1asnsnaseninmikusauaImeauian devsnansausdemiuusaiy
#alado (Purchase Intention) AisgFuBn3na =-00308 lurirdidudsdruinudfiady
(Gamification) fi8nnansuinsenmAnianuan waziidodAynisadafisedu 0.05 Aszeiy
avdna = 0.9204

A1519% 10 A1519N15NAFBUBNTNAVBIAILUTAUNAIWIINIINTILAV198eN WallnuAndiesse
Usglewd (Utilitarian Value) tudnusaunans

UJadena/Jadeime AuANTIRIIUsE oYY nusAtu Anunsladle

AuANTIRIIUsE oYY

DE - 0.8952 -

IE - - -

TE - 0.8952 -
aunsladla

DE 0.1775 0.5089 -

IE - 0.1589 -

TE 0.1775 0.6678 -

*Nu1eA DE = 8nswan1ansy, IE = BnSnaniaday, TE = dndwasiy
Ly L4 6§

910915799 10 wansliliudinsinsziauduiusiBainvesnuandessausslev

= [y v 6 [

(Utilitarian Value) wu3td@uniadnsnasenindanlsnniiianuduiusnisuin wasideddgy

o

a

n19adffisedu 0.05 Inenwudn nudfitadu (Gamification) LJuduusATansnanonuaLd
ossnUseloviinniian fisefudvwa = 0.8952 TuvuefdulsiunuAessaussloviiiiaviwa
somuitlate isvRudvina = 0.1775

djUuazafiuTenansivg

NHAN1TITULTY IndnaveunuiiflinduiidenmaAinisanuidnuarnuAndessn

9
a a6

Usglevindanadeninunslageduasiuunaniasudnouiliavas Generation Z anunsaasuuas
afusenanTIelneutwnuaNuRgulaeeil
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auuAgiud 1 (H1) insdfedudssadonmmieauddn wuiteouiuaunigiu feswin
Lﬂmﬁﬂm%’uﬁwuwwﬁﬁwﬁ’igashamﬂiumia%ﬁqmmm\gﬂamu (Freitas & Freitas, 2013; Lieberoth,
2015) wazAINANmEY JedawaronuAminLian Tnenslasunataannsldaunuiifiady
vzdamaliiauevesuyuindsanslaniiudaduarsuisaruguawiliiinduauidniionele
(Marczewski, 2015) @0nAa89AUIIUIT8UDY Kusumawardani, Widyanto & Tambunan (2022) b
wuin enesluguvesmsuilamnuiifladuaunsadmasienginssuvesiuilaalsnnnnisuasnany
ANAINIIANIANLaEAMANTIesTaUsEleviluianiediu viand1iladndede n1suey
Uszaunsallunisidunuiifatundeutunisueulsraunisainsauddnuazeisual dudlen
A LA wazanumdamay azdiludusedlalumsldnunuiindusiely (Hamari and Koivisto,
2015)

aunRguil 2 (H2) @mmmqmmﬁﬁﬂﬁqwaeiammé?ﬂa%a wuitgeuFuauNAg Lieann
Slefuslnafdniienels vieflonsunifinasdsnalifuslominanuidatodudildie aonndoi
NAN15398UDI Mosunmola, Omotayo, & Mayowa (2018) ﬁwudmmmmammﬁﬁﬂﬁmaL%amﬂﬁi@
fauailunistedudoaulat Sududsiguilangnnseduainnisiudlundnsnsivieuinis
wd A duanznsesualidauln (Wang, Yeh, & Liao, 2016) uaﬂmmf Rauschnabel, Rossmann,
& tom Dieck (2017) L sAnuiAsafuainudslalunisiduinuuaznisdeluuoundiady
YosiauLny Pokemon Go wuin eiAnviesisualuasussving umsdsnufusiduindouiidma
son1snouaussveuilae nfazinluauduiusiintugndlussazenlifdodegsiad
AMsuevUsraumsaiidinadonuidnluBsvinfindnuenivniioainduduarsaiia
(Mathwick, Malhotra, & Rigdon, 2001) ?z'fammﬁ’mﬁaﬁaLﬂuﬂﬁwﬁwwmmiﬁniumﬁwm
Usggndlimianismann (Wolf, 1999) Insiawzlufanssuduaiunisueiueulendliiguilaalésy
Uszaunsaifiunneing vinlianutufisiafuesdusznounilefidrdynisanuidnvesnistodudi
poulail (Wolfinbarger & Gilly, 2001) LLazLﬁ@QJU%IﬂﬂLﬁ(ﬂﬂ’]’13J°JuLﬁﬂ%ﬁ%ﬂﬁﬂ%ﬁ@i@ﬂ’ﬂﬂ&%ﬂ%%@
Tuvhefige

auufgui 3 (H3) inudiadudinadonuandsessousslovd nuitseudvanuisiu
idesnidleduslnasuiuslvifasldfunninuiifinduisdsnaliffuslnaldanunuiifiedu dehe
Usglominnusvesnudifiieduiiidndnasoniste audnd wagadanisddiusy naenay
msné’um%a%wm@u%lm mmﬁ‘?fxlLﬂ%’uﬁaLﬁwﬁﬂuﬂaqwﬁ‘mwmmﬁﬁﬁﬂﬂmw (Hofacker, De
Ruyter, Lurie, Manchanda & Donaldson, 2016) I@UﬁlzﬁmﬂﬁﬂiﬂﬂﬁﬁﬂU’Naﬁj’]ﬂﬁUE:J:U%IﬂﬂL‘ﬁlaa\‘i@j(ﬂ
TAnaudnaiiivanTy (Heijden, 2004) Fudhmnevsunufifinduiudedinudonadesiv
\Whunevesuilnaidesnsldsuessaussloviidunadfuiuiing JeazrolhAnanudusiuda
wUsiasuduanudng (nggms 2006) ’e]ﬂVI\‘iﬂmﬂ’]L“U\‘i@iiﬂUi“IEJGUUENL“LJ‘L!ﬁx‘i‘Vlﬁ?ﬂiUﬂULﬂﬂJNWLﬂGU‘u
Tunsifiunisiidausauanduvesndy Generation Z mﬂmmiuﬁmqmmLaszueuaal,miuiawﬁ
aiiaﬂiﬂwuagmlﬂ (Jain & Dutta, 2019) Fatiy Lﬂmﬁ/\lmﬁnumaqmama@mmmaiiaﬂiﬂw
Austnaaglasu

auufiguil 4 (He) aaAdsessausslovidmananinudslade nuiwousuauufisiu
desnidleduilansuivieldsutssloninnnufifiaduudiiailugaruddadoluinean
aonndastu Gan & Wang (2017) findmdwngldeuunanilesudneudisatdu arunsauidsnne
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Feossouslomiuazamidiuanudinud wanwasianfenelanniy warazneliaanislug
Arwsladernudeamdaomdrnniuluowan lnsmssuinuadessaUssloifiinnanaagiii
TignAdasulunmiadendulionas (Chang 2006) FeqmAdsessaussloviaiunsadna
songAnssuaausslavesfuslaaldfimnensauasnieden iwu anuddlafiasdadugndriiagii
Ausalafiaznduniedn wagaa1ufni (Chen & Fu, 2018) Feifu AuAndsossauseloviiad
muduiugdaniunnudsladosdeideddiny (Ndubisi & Sinti, 2006)

aundgudl 5 (H5) anAmsewddnidusuusdunarsvesanuduiusseninanufiiiady
fuauddlaie wudasanuigiu enadlesnainnguiuilaa Generation Z liflensualsau
vaurdldnunuiifiadu Juhlifuilaalildsuifmudwionainmiuidndauiy audsmasio
arusilatodudiiutesidnedisetionas aonndesiuamideves ueuda dodla (2562) finwudn
vnguslaaiviruadfifezduunlinlunisiuianadiuaiuddnludsuin uazazdamwaliguilaa
aulafiazdeduianuivniu q 1dietu Fandnldidefusing Generation Z lsifiorsunisiuvide
fonrsuailuludsavsaueildaunuifaduaudmalfiinauddladedudriuwnanlodu
dnpulsuionad

aunfgiuil 6 (He) auAndsassadstlowtiifudiudsAunarsvosnnnuduiussening
nufifladutunnusslate nudeusuaumis esain Wenduiuilana Generation Z ¢35y
Usglewding q Aldsuiumsldaunufiiiadund Jadusnsedulifnanufiaela wazifndy
arussladedudhuunanrlesudroudsaluineiian denndestunguives Aaker (1996) findniiy
AuAdessavstloviifuguafiAntuninaudnuusvesdudi uiodndovdaanedasslon
Taoslunisldon Fadudsdifiamnuduiusinenseiuguilan Taemnauidaalandunisiiy
Ustlowildaesann avdmaliuilnafnaufimelafinsuilnadudniu 9 unminduddulunain
fafu Fananliiguandsessavsslesifuinssdunuifiedulidmaronudiladodudi
wnanvlesudreullisavedngy Generation Z

Ualauauug

UBLEUBLULRINNTTIY

1. gataannsntunudfiedunlfidunagndmanmnaiaiteiunisiidiusg amnudlade
wazANuinAvegnA Ingeanwuulviliesdusenauadieny Wy ANNIMe 51978 wagnsuady

2. g3ivamnsaduasuauidndudrunisvosdenuuaznisiiujduiusnisdennasly
Tunudfaduld 1wy as19dudu Aanssudidessiudle ieduaiunsujduiuduaznisuusiiu
Usgaunsalszninegustneaudadunisnaiauuudindeuin (Word of mouth)

3. Mstinufladuinusegndld aastuasiassloviifuilaaagldsuannnsdis
nufifladustnsdaiau 19y dauan Fvsfiiay vievessnata tefgaliguilnasuifaududn
Tumsidnsu

Forruauuzdmiumsiseadioly

1. arsfnwnnudiedusiufuladedu 9 wonmiloainAudlade 1wy aruianela
mudn leliilsiosdmmuslmi 4 Auselowiseluluounan
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2. msdnwinguiuilaadu q fiusninileanngu Generation Z Fsenaiinginssunazaany
Feamsfiunndnsiu ilelilddeyad nsvihunimunnuifiedulinoulandguilaalunsazngy
RINVEHREH

3. MeMATBsmum ity Welilsdoyaidednlunsufuusanuifiadulingany
ANUABINITVRIUTIAA
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